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INTRODUCTION

WEell, the federation is once am at var with the Klingon empirelt is up to you, as captain of
the U.S.S. Enterprise, to wipe out theasion fleet and se& the Federation.

For the purposes of theaghe the glaxy is dvided into 64 quadrants on an eight by eight grid,
with quadrant 0,0 in the upper left hand corneach quadrant is dided into 100 sectors on a ten by ten
grid. Eachsector contains one object (e.g., the Enterprise, a Klingon, or a star).

Navigation is handled in dgees, with zero being straight up and ninety being to the right.
Distances are measured in quadra@se tenth quadrant is one sector

The aalaxy contains starbases, at which you can dock to refuel, repair damageshestc.
gdaxy also contains stars$tars usually ha a kack for getting in your @y, but they can be triggered into
going nwa by shooting a photon torpedo at one, thereby (hopefully) dgagjoary adjacent Klingons.
This is not a good practice Wever, because you are penalized for degirg stars.Also, a star will some-
times go supern@, which obliterates an entire quadranfou must neer stop in a supern@ quadrant,
although you may "jumpwar" one.

Some starsystems V& inhabited planetsKlingons can attack inhabited planets and efmsla
the populace, which tigghen put to wrk huilding more Klingon battle cruisers.

STARTING UP THE GAME

To request thegme, issue the command
/usr/games/tek

from the shell.

The game will ask you what lengthaghe you wuld like. \alid responses are "short",
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"medium"”, and "long".You may also type "restart", which restarts aviwasly saed game,./trek.dump,
if it exists. ldeallythe length of the me does not & ct the dificulty, but currently the shorteragnes tend
to be harder than the longer ones.

You will then be prompted for the skill, to which you must respondrites, "fair", "good",
"expert”, "commodore”, or "impossibleYou should start out with a nice and verk up, lut if you really
want to see he fast you can be slaughtered, start out with an impossiinhe g

In general, throughout thexme, if you foget what is appropriate thame will tell you what it
expects if you just type in a question mark.

ISSUING COMMANDS

If the game a&pects you to enter a command, it will say "Commadnahd wait for your
response. Mostommands can be abbirated.

At almost al time you can type more than one thing on a liRer example, to mee graight
up one quadrant, you can type

move 0 1
or you could just type

move
and the gme would prompt you with

Course:
to which you could type

01

The "1" is the distance, which could be put on still another Iiklso, the "mae" command could hae

been abbngated "ma”, "mo", or just "'m".

If you are partwy through a command and you change your mind, you can usually type "-1" to
cancel the command.

Klingons generally cannot hit you if you dbrtonsume aything (e.g., time or engy), so
some commands are considered "fre&8.soon as you consumeydning though -- P@/!
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THE COMMANDS

Short Range Scan

Mnemonic: srscan
Shortest Abbréation: s
Full Commands: srscan

srscan yes/no

Consumes: nothing

USD:31-3

The short range scanvgs you a picture of the quadrant you are in, and (if you say "yes") a

status report which tells you a wholertch of interesting stfif You can get a status report alone by using
thestatus command. Arexample follaws:

Short range sensor scan

©CooOo~NOOOUPA~WDNEFO

0123 45672829

* *

0123 45672829

Distressed Starsystem Marcus XlI

The cast of characters is as fal®

E the hero

K the villain

# the starbase
* stars

©CoOoO~NOOOMWNELO

dardate 3702.16
condition RED
position 0,3/1,2

warp factor 5.0
total enegy 4376
torpedoes 9

shields davn, 78%
Klingons left 3
time left 6.43

life support damaged, resees = 2.4

@ inhabited starsystem

empty space
a bdack hole

present, means that the starsystem is under attack.

Klingons another chance to hit you.

Status Report

Mnemonic: status
Shortest Abbréation: st

The name of the starsystem is listed underneath the short rangélbeanord "distressed", if

Short range scans are absolutely fré@ey use no time, no engy, and they don’t give the
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Consumes: nothing
This command gies you information about the current status of tlaeng and your ship, as
follows:
Stardate -- The current stardate.
Condition -- as follass:
RED -- in battle
YELLOW -- low on enegy
GREEN -- normal state
DOCKED -- docled at starbase
CLOAKED -- the cloaking deice is actvated

Position -- Your current quadrant and sector

Warp Factor -- The speed you will me & when you mee wnder varp paver (with themove
command).

Total Enegy -- Your enegy reseres. Ifthey drop to zero, you dieEnegy regenerates, ui the
higher the skill of the @me, the shwer it regenerates.

Torpedoes -- Ho mary photon torpedoes you b left.

Shields -- Whether your shields are up owdpand huv effective they are if up (what percentage
of a hit the will absorb).

Klingons Left -- Guess.

Time Left -- Hav long the Federation can hold out if you sit on yairass and do nothindf
you kill Klingons quickly this number goes up, otherwise, it goeso If it hits zero,
the Federation is conquered.

Life Support -- If "actve”, everything is fine. If "damaged", your resees tell you hw long you
have © repair your life support or get to a starbase before youestanfocate, or
something equally unpleasant.

Current Crev -- The number of cke members left. This figures does not includefioers.

Brig Space -- The space left in your brig for Klingon ozgsti

Klingon Paver -- The number of units needed to kill a KlingdRememberas Klingons fire at
you the use up their wn enegy, 0 you probably need somwhat less than this.

Skill, Length -- The skill and length of theuge you are playing.

Status information is absolutely free.
Long Range Scan

Mnemonic: Irscan
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Shortest Abbreéation: |
Consumes: nothing

Long range scan g&s you information about the eight quadrants that surround the quadrant
you're in. A sample long range scan folis:

Long range scan for quadrant 0,3

3 4
O
oris! 6! 19!
1! 9! v 81

The three digit numbers tell the number of objects in the quadrahts.units digit tells the
number of stars, the tens digit the number of starbases, and the hundreds digit is the number of Klingons.
"*" indicates the ngaive eneigy barrier at the edge of thalgxy which you cannot enter'///" means that
that is a supern@ quadrant and must not be entered.

Damage Report

Mnemonic: damages
Shortest Abbrgation: da
Consumes: nothing

A damage report tells you whatulees are damaged andvintong it will take to repair them.
Repairs proceedifter when you are doett at a starbase.

Set Warp Factor

Mnemonic: varp

Shortest Abbréation: w
Full Command: \arp factor
Consumes: nothing

The warp factor tells the speed of your starship when yowenmder varp paver (with the
move command). Théigher the varp factor the faster you go, and the more egeyou use.

The minimum varp factor is 1.0 and the maximum is 108t speeds abe warp 6 there is
danger of the arp engines being damagethe probability of this increases at highearpy speedsAbove
warp 9.0 there is a chance of entering a tinaepy

Move Under Warp Power
Mnemonic: mee

Shortest Abbr@ation: m
Full Command: mee murse distance
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Consumes: time and eggr

This is the usual &y of maving. Thecourse is in dgrees and the distance is in quadraits.
move me sector specify a distance of 0.1.

Time is consumed proportionately to theense of the \varp factor squared, and directly to the
distance. En@y is consumed as theawp factor cubed, and directly to the distanteyou move with your
shields up it doubles the amount of gyyeconsumed.

When you muge in a quadrant containing Klingons, th@et a chance to attack you.

The computer detects vigation errors.If the computer is out, you run the risk of running into
things.

The course is determined by the Space Inertialigdion System [SINS].As described in
Star Fleet &chnical Order ©:02:06:12, the SINS is calibrated, after which it becomes the basersigana
tion. If damaged, nagation becomes inaccurat&Vhen it is fied, Spock recalibrates it, Wwever, it can-
not be calibratedxremely accurately until you dock at starbase.

Move Under Impulse Power

Mnemonic: impulse

Shortest Abbreation: i

Full Command: impulse course distance
Consumes: time and eggr

The impulse engines\g@ you a chance to maneaivwhen your \arp engines are damaged;
however, they are incredibly slev (0.095 quadrants/stardateéJhey require 20 units of engy to en@gge,
and ten units per sector to weo

The same comments about the computer and the SINS applyvas abo

There is no penalty to e under impulse pwoer with shields up.
Deflector Shields

Mnemonic: shields

Shortest Abbréation: sh

Full Command: shields up/dm
Consumes: engy

Shields protect you from Klingon attack and nearbyaso Asthey protect you, thg wealen.
A shield which is 78% dé&ctive will absorb 78% of a hit and let 22% in to hurt you.
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The Klingons hae a diance to attack yowery time you raise or lwer shields.Shields do not
rise and laver instantaneouslyo the hit you receie will be computed with the shields at an intermediate
effectiveness.

It takes enggy to raise shields,ub not to drop them.
Cloaking Device

Mnemonic: cloak

Shortest Abbréation: cl

Full Command: cloak up/dm
Consumes: engy

When you are cload, Klingons cannot see you, and hencg tieenot fire at you. They are
useful for entering a quadrant and selecting a good positiarevag weapons cannot be fired through the
cloak due to the huge eggrdrain that it requires.

The cloak up command only starts the cloaking process; Klingons will continue to fire at you
until you do something which consumes time.

Fire Phasers

Mnemonic: phasers

Shortest Abbréation: p

Full Commands: phasers automatic amount
phasers manual amtl coursel spreadl ...

Consumes: engy

Phasers are erggr weapons; the ergyy comes from your ship’resenes (“total engyy” on a
srscan). Itakes about 250 units of hits to kill a Klingomits are cumulatie & long as you stay in the
guadrant.

Phasers become lesdeetive the further from a Klingon you areAdjacent Klingons recee
about 90% of what you fire, at fivectors about 60%, and at ten sectors about 3686y haveno efect
outside of the quadrant.

Phasers cannot be fired while shields are up; to doostdviry you. They haveno efect on
starbases or stars.

In automatic mode the computer decidew o divide up the engly among the Klingons pre-
sent; in manual mode you do that yourself.

In manual mode firing you specify a direction, amount (number of units to fire) and spread (0
-> 1.0) for each of the six phaser bankszero amount terminates the manual input.
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Fire Photon Torpedoes

Mnemonic: torpedo

Shortest Abbreation: t

Full Command: torpedo course [yes/nadjifgt angle]
Consumes: torpedoes

Torpedoes are projectile weapons -- there are no partial Yots.ather hit your taget or you
don't. A hit on a Klingon destrigs him. A hit on a starbase desy®that starbase (ps!). Hittinga gar
usually causes it to go wa and occasionally superua

Photon torpedoes cannot be aimed precis€hey can be fired with shields upubthey get
even more random as tlggoass through the shields.

Torpedoes may be fired inutsts of three.If this is desired, the st angle is the angle
between the three shots, which maywfrom one to fifteenThe word "no" says that aust is not vanted;
the word "yes" (which may be omitted if stated on the same line as the course) saysitBatsavanted.

Photon torpedoes h@ ro dfect outside the quadrant.
Onboard Computer Request
Mnemonic: computer
Shortest Abbréation: ¢

Full Command: computer request; request;...
Consumes: nothing

The computer commandwgs you access to theadilities of the onboard computesrhich
allows you to do all sorts ofkcinating stdf Computerequests are:

score -- Sha's your current score.

course quad/sect -- Computes the course and distance fromverhgre are to the gen loca-
tion. If you type "course /x,y" you will be gn the course to sector X,y in the current
quadrant.

maove quad/sect -- Identical to the course requestept that the mee is executed.

chart -- prints a chart of the kna galaxy, i.e., &erything that you hee sen with a long range
scan. Thdormat is the same as on a long range scerep that "..." means that you
don't yet knav what is there, and ".1." means that youwribat a starbasexists, hut
you dont know anything else."$$$" mans the quadrant that you are currently in.

trajectory -- prints the course and distance to all the Klingons in the quadrant.

warpcost dist varp_factor -- computes the cost in time and ggeaio move ‘dist’ quadrants at
warp ‘warp_fctor’.
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impcost dist -- same asanpcost for impulse engines.
phef range -- tells hw effective your phasers are at avgn range.

distresslist -- gies a Ist of currently distressed starbases and starsystems.

More than one request may be stated on a line by separating them with semicolons.

Dock at Starbase
Mnemonic: dock

Shortest Abbrgation: do
Consumes: nothing

You may dock at a starbase when you are in one of the eight adjacent sectors.

When you dock you are resupplied with eyeiphoton torpedoes, and life support regstv
Repairs are also donaster at starbaseAny prisoners you ha taken are unloadedYou do not receve

points for taking prisoners until this time.

Starbases Iva teir avn deflector shields, so you are safe from attack whileatbck

Undock from Starbase
Mnemonic: undock

Shortest Abbreéation: u
Consumes: nothing

This just allavs you to lege darbase so that you may proceed on yoay. w

Rest
Mnemonic: rest
Shortest Abbréation: r
Full Command: rest time
Consumes: time
This command alles you to rest to repair damageds.is not advisable to rest while under
attack.

Call Starbase For Help

Mnemonic: help
Shortest Abbréation: help
Consumes: nothing
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You may call starbase for help via your subspace ra8i@rbase has long range transporter
beams to get youProblem is, thg can't always rematerialize you.

You should aoid using this command unless absolutely neces$aryhe abwe reason and
because it counts hély against you in the scoring.

Capture Klingon

Mnemonic: capture
Shortest Abbr&ation: ca
Consumes: time

You may request that a Klingon surrender to ydiuhe accepts, you get to takaptives (but
only as maw as your brig can hold).It is good if you do this, because you get points for geqti Also, if
you ever get captured, you ant to be sure that the Federation has prisonerst@merge for you.

You must go to a starbase to tunvepyour prisoners to Federation authorities.
Visual Scan

Mnemonic: visual

Shortest Abbr@ation: v

Full Command: visual course
Consumes: time

When your short range scanners are out, you can still see what is out "there" by doing a visual
scan. Unfortunatelyou can only see three sectors at one time, ande$ 205 stardates to perform.

The three sectors in the general direction of the course specifiecharmed and displayed.
Abandon Ship

Mnemonic: abandon
Shortest Abbréation: abandon
Consumes: nothing

The oficers escape the Enterprise in the shuttlectthe transporter is arking and there is
an inhabitable starsystem in the area, thes eams dwn, otherwise you lege them to die.You are given
an old lut still usable ship, thedire Queene.

Ram

Mnemonic: ram

Shortest Abbr@ation: ram

Full Command: ram course distance
Consumes: time and eggr
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This command is identical to "mé’, except that the computer doesgop you from making
navigation errors.

You get very nearly slaughtered if you ramyaimng.
Self Destruct

Mnemonic: destruct
Shortest Abbr&ation: destruct
Consumes:\erything

Your starship is self-destructedChances are you will desyrany Klingons (and stars, and
starbases) left in your quadrant.

Save the Game

Mnemonic: dump
Shortest Abbrgation: dump

Saves the current gme in./trek.dump if possible. Game play continues after the dump.
Terminate the Game

Mnemonic: terminate
Shortest Abbréation: terminate
Full Command: terminate yes/no

Cancels the currentagne. Noscore is computedIf you answer yes, a megame will be
started; otherwise, trelkis.

SCORING

The scoring algorithm is rather complicatdgasically you get points for each Klin-
gon you kill, for your Klingon per stardate kill rate, and a bonus if you win déingeg Yu lose
points for the number of Klingons left in thalgxy at the end of theaghe, for getting killed, for
each stargarbase, or inhabited starsystem you dgsfar calling for help, and for each casualty
you incur

You will be promoted if you play ery well. You will never get a promotion if you
call for help, abandon the Enterprise, get killed, dgst&raarbase or inhabited starsystem, or
destrgy too maty stars.
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Command
abandon

capture

cloakup/down

computer request; ...
damages

destruct

dock

dump

help

impulse course distance

Irscan
move ®urse distance

phasersautomatic amount

amtl coursel spreadl ...
torpedo courseygs] anglefo
ram course distance

rest time
shieldsup/down
srscan jyesho]
status

terminate yesho
undock

visual course
warp warp_factor

StarTrek

COMMAND SUMMAR Y

Requires

shuttlecraft,
transporter
subspaceadio
doaking deice
computer
computer

subspace radio
impulse engines,
computey SINS
L.Rsensors
warp engines,
computey SINS
phasers, computer
phasers
torpedo tubes
warp engines,
computey SINS

shields
S.R.sensors

Consumes

time
enegy

time, enegy

time, enegy

enegy phasersnanual

engy
torpedoes

time, enegy

time
enayy



